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44 h A 0 n the edges of the ocean, Armand drifted through an uncharted archipelago. The thirst of 


fortune drove him crossing swords on top of ramparts, feasting with cannibals, braving an awakened 


11 volcano... And at last, perseverance led him to a jewel worthy of heavens. 


At Picklers Island, many buccaneers dream of wresting his glory. Armand tells his woes to 
whoever listens. The wealth has since stuffed his belly with rum and evicted reason from his mind. 
He believes this world to be bewitched of voodoo, that an immoderate fortune changes its shape 
collective amnesia. Now buried, the treasure is sealed by secret. Who will have enough brio to dig it 
out? Bluff and strategy being the victor’s weapons. 
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Dig up Phony Armand’s treasure before the others, or accumulate a booty of 25 coins (20 
coins for 5 players). Maneuver your ship in a simultaneous turn and prepare to fight! ay 
k 


Pre rations 


THE CRIMSON 


For a first game, strictly place the archipelago of tiles as shown in the picture opposite. 


For the next games, place the islands and sea tiles at a random order to form a hexagon and 
respect these principles: Pickles island is always at the center; Bastion rouge, The Chatty Parrot and 
Port-aux-deélices are in the interior circle; the other islands are placed in the exterior circle. Try not 
to put more than 2 sea tiles aside in the interior circle nor in the exterior circle. 


Place the two ships of the India company between the interior and exterior circles of the map, 
as shown on the picture above. The Crimson should be 1 distance away clockwise from Bastion 
Rouge and the Cobalt at 4 from the Crimson. 


Shuffle and place the buccaneers deck face up where you draw 4 cards and display them in 
front of it. 


The 9 clues feature anecdotes of Phony Armand. Make sure the pictures come one after 
another and form a continuous strip. Flip the deck, face down, cut it multiple times rigorously. Then, 
draw the two cards on the top of the deck without looking at their face and put it aside. Those two 
clues define the island containing the treasure. Shuffle the rest of the deck and place it face down 
next to the board. Follow this step scrupulously or the game will be ruined. 


Each player chooses a compass of their color. The first to equip his boat is determined by 
picking randomly the flag of his color from the box. Then, in clockwise order, each player proceeds 
this way: 


The player chooses a ship and places it at one unoccupied vertex of the Pickles island tile. He 
takes the corresponding sheet and embarks one buccaneer, choosing from the 4 available (it is then 
replaced by the first of the deck). He receives 2 coins which he places on the sheet. He hoists the flag 
of the color of his compass to the mast of his ship. 


For a two-player version, each player controls two boats. They execute this placement 
alternatively one ship after another (see page 10). 


Once the ships are equipped, the adventure can begin. 
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One turn is sequenced in 5 phases: 3 

i ; ಡೆ 
$ NAVIGATION: once their movements are chosen, 3 

the players reveal their compasses and move their boats. $ 


+ BOARDING: when several ships are on the same spot, a boarding happens. | 
They won’t be able to play another action at this turn. ಚೆ 


+ CANNON FIRE: every ship fires its cannons at a distance of 1. 
ACTIONS: actions are triggered at this phase, unless otherwise indicated. 


+ INDIA COMPANY: a designated player moves the two India company ships 
to a distance of 1 in clockwise direction. ತ 


G Navigation 


At the beginning of the turn, in secret with his compass, 
each player indicates the movement direction and length that his 
ship will travel at this turn. 


Players can sail on the tiles vertices and centers. 
Movements are only on a straight line, and of a length which 
cannot exceed the ship’s sails perfomance. This number indicates 
the number of segments the boat will cross. Players can stay 
stationary by calibrate their compass hand on the anchor. The 
direction is defined according to the wind rose tile which indicates 
the North and the South. Islands and other ships never obstruct 
movement. The tile vertices located at the end of the board are 
navigable. 


Once the movement is chosen, the player places his 
compass faced down in front of him. Then, when all the players 
are ready, they reveal their compasses simultaneously. Ships are 
moved accordingly. 


Some actions allowing to go farer are 
played at this phase. The player indicates 
the increased number in secret. Then, 
after he reveals his compass, he declares 
and pays the actions. 
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A boarding battle is solved by comparing the number of buccaneers on board. Each player “4 
೯ __ loses as many pirates as the opponent has. The player chooses which of his buccaneers to eliminate. 4 
BIOs T, ==> The player who must eliminate more buccaneers than he has got sinks and ig 
E EXEMPLE: S the other one wins the boarding battle. If the number of buccaneers is even 3 
{ | 
| | 


A ship with 4 buccaneers | from each part, the ships lose all their buccaneers and they will fire their 
boards another ship of 2, cannons. When a boarding includes more than 2 ships, each ship loses a 
they each lose 2 number of buccaneers equal to the sum of all enemy crew members. Again, if K 
buccaneers, the first ship there is a draw with the sum of his opponents, the player stays in the game. 
survives with 2 buccaneers Participating in a boarding battle forbids any new action during the turn. 


left and the second one 
ಕ Cannon J fire ಸ 


| 

| 

G sinks. ಲ 
EE TF, 

Every ship fires its cannons towards any other standing at 1 length of distance or at the same S 

position. A cannon fire removes hull points of the enemy ship. Place as many damage counters on 


the ship sheet as the number of cannons the enemy has. A ship that has no hull points left sinks. : 
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Each player can play one action per turn: an action from one of his buccaneers, a captain 
action or, if he is placed on an island, one of the available actions. These actions are used at this 
phase, unless otherwise indicated. A player can spend a 10007 of marque to play an additional action 
in the same turn, without any limitation in the quantity of letters used. 


@ India ಆ 


Two trading ships from the India company sail on the archipelago, between the interior and 
exterior circles. Like other ships, they fire on sight at a range of 1 and board on contact. To sink one 
of these ships, all of its hull points must be removed in one turn or a boarding battle must be won. 

The player who sank it receives one merchandise 
of his choice (sugarcane, rum or powder). If several 
players sink it at the same phase, none of them receives 
any loot. The reward for the Cirmson is worth 15 coins 
when vanquished off the coast of Bastion Rouge. 


+ THE COBALT: cannons 1, hull 1, sails 1, crew 1. 
+ THE CRIMSON: cannons 2, hull 3, sails 1, crew 2. 


At the last phase of the turn, move these two 
ships by a length of 1 clockwise, following the borders 
between the interior and exterior tiles of the board. 

When a merchant ship is sunk, place it on the 
exact opposite spot of where it was on the dedicated 

; path (here for the Cobalt). 
Ek In a game of 5 players, the Crimson has only 1 
Cannon and the Cobalt has 0. 


Sinking 


When a player sinks another, by cannon fire or boarding, he takes half of his coins (rounded 
up) without considering the ones protected by the Desert island. If the loser had more than one 
enemy at the phase when he sank, none of them gets any reward. 

When a player has sunk, he loses his coins, his merchandises, his letters of marque, his 
treasure map fragments, his upgrades and his clues. He chooses a new boat among the available ones 
and removes his old one which then becomes available. With his flag hoisted, he will place his new 
ship on one of the corners of the Pickles island tile at the end of the next turn. He receives 2 letters 
of marque and embarks one of the available buccaneers. 

When several players sink at the same time, the players choose and place their new boats in 
the alphabetical order of the names of their sunk boats. 


( Digging 


If berthed on an island, at the center of the tile, a player may announce he digs at the end of 
the navigation phase, after all players have revealed their compass. 


Digging takes 4 turns. He uses the compass to count how many turns remain (positioning the 
compass on the character with the shovel and the corresponding number). During this time, if 
another boat docks the island, the player is interrupted. He must do the boarding battle. If he 
survives it, he can resume the dig where he was before the encounter. If the player sinks, moves or 
does an action, the turn count resets to zero if he wants to dig here again. Each treasure map 
fragment he owns reduces the digging time by 1 turn. A zero turn digging ends at the navigation 
phase, and thus avoids getting interrupted by a boarding or a fatal cannon fire. If several players dig 
the same islands with 2 fragments each, the game continues with a boarding battle. 


At the end of the last digging turn, he grabs the 2 clues which were taken apart. While 
making sure nobody sees the face, he places the clue on top of the island card corresponding to the 
one where he digs. The two cards must perfectly align. Without shifting them, he turns around this 
assembly for everyone to see. A symbol appears in the hole: a cross or nothing. He starts again with 
the second clue. 


If only one of the clues displays a cross, it means the island is empty. The game continues and 
the island card is put aside. If there are two crosses, the treasure is indeed there and the player wins 
the game! 


WE o fortunes 


Victory can also be gained by collecting 25 coins (20 coins in ೩ 5 player game). When several 
players win a victory condition in the same turn, they win together. Keep in mind that the reward for 
the sinking of the Crimson is worth 15 coins when it is next to Bastion rouge. 
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When a player is docked at the center of an island tile, he can do one of these actions: 


ಜ್‌. A ar PICKLES ISLAND: hire a buccaneer for 1 coin. 
¢ Miss VooDoo: draw 1 clue and keep it in hand, up to the limit of 3. 
+ THE CHATTY PARROT: draw 1 clue and put it back under the deck. 


$ JULES’ DRY DECK: repair the ship OR 
upgrade one of the three features of the ship. 


+ BASTION ROUGE: repair the ship for free OR receive 2 letters of marque. 
DESERT ISLE: protect the booty against any future sinking. 
$ PORT-AUX-DELICES: receive a rum merchandise 

OR trade any wanted sugarcane and black powder 
merchandise against 2 coins each. ath on 
$ PLANTATION HOUSE: receive a sugarcane merchandise 


OR trade any wanted rum and black powder merchandi 
against 2 coins each. 


$ SULFUR MINE: receive a black powder merchandise 
OR trade any wanted rum and sugarcane merchandise a5 


against 2 coins each. 


CANNIBALS: sacrifice a buccaneer to receive 1 treasure map fragment. 


Chas 


Phony Armand is a barfly at the Chatty Parrot tavern. He loves telling his vicissitudes, except 
for the ones that could lead to his treasure. The clue pile contains Phony Armand’s stories that don’t Rs 
concern the treasure island. They depict landscape elements that are not on the wanted island. There 
are 2 clues on each island and each clues is on 2 islands. The treasure can never be on Pickles Island. 

Players can’t have more than 3 clues in their hand. Sinking sends them on top of the deck. ಗ 
The player at Miss Voodoo island draws before the one at the Chatty Parrot. A rumor says that ಹಿ 

- Armand has been cursed, another says that Miss Voodoo happily shares rum with chatterers. 
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Captain actions 


A player can consume a merchandise to obtain a bonus: 


+ TACK UPWIND: (navigation phase) use any number of rums to increase sails by the same number at 
this turn. 

+ CRAM THE POWDER: use any number of black powders to increase the cannons by the same 
number in the next turn. 

CAULK: use any number of sugarcanes to repair the same number of hull points. 


( Desert inh ಸ 


+ BURY THE BOOTY: protect loads that you own at this very moment. Merchandises, coins, letters of 
marque and treasure map fragments can be protected. These loads are placed outside of the boat 
sheet and are therefore protected against any shipwreck. They can still be used at every moment and 
from anywhere. Every new load will be placed on the boat sheet. 
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The dry dock is a naval work site where you can buy ship upgrades or repair for free. Place 
an upgrade token (2 for the hulk) on the dedicated slot. This island offers 4 various actions: 


+ SAILS UPGRADE: increase sail capacity by 1 for 1 coin. 5 

+ CANNONS UPGRADE: increase cannon damage by 1 for 1 coin. \ A 
4 HULL UPGRADE: increase hull points by 2 for 1 coin. siia, 
+ CAREENING: remove all the damage counters from the hull for free. 


(È astion rouge 


+ CAREENING: remove all the damage counters from the hull. 
+ COMMISSION FROM THE KING: receive 2 letters of marque. 


Players can spend a letter of marque to do one more action in the same turn. They can use as 
many letters of marque as they wish in one turn. But using a letter and gaining 2 letters in Bastion 


Rouge in the same turn is forbidden. 
Cdl 


Phony Armand left his treasure map at the cannibals’. 


$ Sacrifice: sacrifice a buccaneer to obtain one treasure map fragment that reduces digging time by 1 
turn. Simply turn the buccaneer card over, it is then considered as a load, and the crew slot is then 
vacant. Each treasure map fragment owned shortens the digging by 1 turn. 
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Sails indicate the maximum movement length of the 
ship during the navigation phase. 


Cannons indicate the number of hull points of the 
enemy removed at each cannon fire. Black powder is stacked in 
front of it. 


The hull indicates the maximum number of damage 
points that the ship can take. If there are as many damage 
points as hull points, the ship sinks. 


The hollowed circles are slots for the upgrades bought 
from Jules’ dry deck. 


The number indicates how many buccaneers the ship 
can embark. 
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Cutter —— 00000 960 99900 9999699 
Ketch ರರ 69690 60 96969969600 6969 
Schooner 669960 96960 — 000000 8 

Xebec ರರ ©0090 7-660 — 0000000 699969 
Caravel 690 660 9696999969100 96969 
Corvette 690 66960 99996900 699 
Lugger 990 —_ © @0 96999999100 6 

Frigate ®0 00000 9999900 96699969 
Galleon ರ್ರಿ 0 0 ——- @ OOO 9999996900 96996969 
Junk ———— © ಲಿ —— © @ 0 — 00000000000 © 

Cobalt © ® @ 9 

Crimson @ 969 9699 QQ 


Jyo- EN version 


Playing a game of two, each player controls two ships with two compasses. At the beginning, 
each places one after another a ship with a buccaneer on board and 2 coins. 


Two ships from the same player don’t engage boarding battles nor fire cannons. They can do 
actions at the same point. The victory condition for making fortune with 25 coins only counts when 
one of the two boats amass this amount. Sinking a ship with two ships of the same player still offers 


no reward. The clue limit in hand is still 3 and they are thrown when any of the two ships sinks. 


After a sinking, a ship respawns at the end of the next second turn. 


Courtesy LES 


Actions must be stated aloud. 


For hardened players, claim that any call of action or 
digging can’t be canceled. Players are expected to do their 
actions simultaneously. In practice, we move to the next phase (Sy 
when a player initiates it without anyone to oppose. 
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For 3 or 4 players, if those accept a slight disturbance, 
a new player can break into the middle of the game. He will 
place his new ship at the beginning of a turn off the coast of 
Pickles Island with 2 coins and a buccaneer. 


Draw on the flags or print your own! Your work will 
show the true colors of your guts. 
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Buccaneers can be hired for 1 coin at Pickles island. You can recruit one of the 4 buccaneer 
cards available and replace it by the one on the top of the deck. 

A buccaneer returns at Pickles island, under the pile, when he dies in a boarding battle, 
when the boat sinks, or when the player replaces him by another buccaneer. 

Unless otherwise noticed, the buccaneers actions are played during the action phase. Letters 
of marque can multiply buccaneers capacities. To activate a buccaneer doing an action which takes 
effect on the next turn, tilt the card and straighten it after the effect. The courtesan and the witch 
doctor always play after the players docked at islands offering similar actions. 


+ DEMOLISHER: reduces digging time by 3 turns but sinks the ship 
if the treasure isn’t there. 


+ CARPENTER: ACTION, repairs 1 hull points. 


+ CARTOGRAPHER: ACTION, moves the ship at a distance of one. 
If the ship arrives on an island occupied by another, the player can 
play the actions of the islands after him with letters of marque. 


$ CLANDESTINE: free to recruit. Offers 1 coin if he is chosen as the first sailor. 
+ COOK: is worth 2 treasure map fragments when sacrificed at the Cannibals’. 
+ COURTESAN: ACTION, draws one clue and puts it back under the deck. 

+ CROOK: each merchandise is worth 3 coins instead of 2. 

+ DRUNKARD: ACTION, receives 1 rum if the ship only moved at 1 this turn. 
$ FORGER: ACTION, receives 1 letter of marque. 

$ GUNNER: ACTION (cannon fire phase), adds 1 cannon damage for this turn. 


+ HARPOONER: ACTION, at the next turn, imperatively engages a boarding battle at a 1 length 
distance in a point of the player’s choice, unless another boat is placed on the same spot. The rower 
has priority over the harpooner. 


+ HELMSMAN: ACTION allows the player to choose his ship’s movement after the other players in 
the next turn, costs 1 coin (after the Spy). 


+ HERMIT: ACTION, protects the booty, as you would do on Desert island. 
+ LOONEY: is worth 3 buccaneers in a boarding battle but kills himself after. 
$ MASTMAN: ACTION (navigation phase), gains 1 sail capacity for this turn. 
$ MONKEY: doesn’t take up any crew slot. 


OLD SALT: triple the effects of the Captain actions (3 cannon damages for 1 black powder, 3 hull 
points repaired for 1 sugarcane and 3 sailing points for 1 rum). 


PRIVATEER: the ship doesn’t suffer any cannon damages or boarding losses from India company 
ships. 


+ ROWER: ACTION, for 1 coin, engages a boarding battle on the next turn, at a distance of 1 or 2. 
Aligned or not, the point is of the choice of the player. A boarding battle on contact cancels this 
action. 


+ Spy: looks at another player’s compass before calibrating her own when the ship has 4 hull points 
or less. 


$ SURVIVOR: if on the ship during the turn of a shipwreck, joins the crew of the new ship. If the new 
ship has only one crew slot, the player chooses between him and a new buccaneer. 


+ TATTOOED man: reduces digging time by 1 turn. 

+ THE BRUTE: in a boarding battle, kills 2 buccaneers and needs as many to be eliminated. 

+ WITCH DOCTOR: can recruit other buccaneers on every island from inside the deck for 1 coin. 4 
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For any question or comment, please send a email at this address: 


boucanierslejeu@gmail.com 
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